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Comprehensive training for 3( 


Introduction: 

The aim of our training DVD's is to provide the artist with the most comprehensive set of lessons available. This is 
achieved by presenting the training material in the form of: 
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- on-screen visual and audio instructions. 

- ongoing forum support from the author. 
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- Printable step by step PDF. 

- S uitable for all levels of artist. 




Welcome to 


Creating a Fighter Ship in 3ds Max & Photoshop: Modeling, Mapping & Texturing 
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Section 4: Texturing. 
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3 titotat com 

for more products in our range visit http://www.3dtotal.com/shop 

































Available now! 

DIGITAL ART MASTERS 


: VOLUME 2 


288 PAGE PREVIEW ONLINE! 


Available Now Only! 

UK - £32 USD - $64 EUR - €49 


Features 58 oe the finest digital 
2d AND 3d ARTISTS WORKING IN 
THE INDUSRTY TODAY, FROM THE 

LIKES OF: 


Philip Straub 

jONNY DUDDLE 


ALESSANDRO BALDASSERONI 
BENITA WlNCKLER 


Fred Bastide 


James Busby 


MAIU K DENUO 



PATRICK BEAULIEU 


JONATHAN SlMARD 


BUY THE BOOK TO SEE JUST . 
HOW THEY CREATE THEIR 
INCREDIBLE IMAGERY! 

hardback 21. 6cm x 27.9cm.um size 
288 Full Colour premium paper pages 




















































































































































































